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n* Related Appeals and Interferences 

An appeal brief for a related application, serial number 10/79^8,632, was filed on April 27, 
2009. However, the case was removed fiom the appeal process by the respective Examiner by 
mailing a new Final Office Action, dated July 28, 2009, Applicants in that case filed another 
Notice of Appeal on October 9, 2009. 



III. Status of Claims 

1 . Claims 1-25 are present and pending in the ^plication. 

2. Pursuant to the Final Office Action (dated June 18, 2009), claims 1-15, 17-20, and 
25 have been finally rejected under 35 U.S.C. §103(a) as being unpataitable over SimCopter 
(User's Manual for SIM COPTER: Fly Missions In The Metropolis) and SimCity (User's 
Manual for SM dTY 2000) in view of MapQuest (MapQuest website print out fi»m 1997). 
Pursuant to llie Final Office Action (dated June 18, 2009), claims 16 and 21-24 have been finally 
rejected under 35 U.S.C. §103(a) as being unpatentable over SimCopter, SimCity, and Streets of 
SimCity (Wikipedia print out dated June 16, 2009) in view of MapQuest 

3. The rejections of claims I-2S are being appealed. 

IV, Status of Amendments 

No amendments were filed subsequent to the final rejection mailed June 18, 2009. 
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V. Smnmarv of Claimed Subject Matter 

There are three (3) indepaident claims involved in this appeal: Claims 1, 21, and 25. In 
addition, there are twenty-two (22) dependent claims involved in this appeal: Claims 2-20 and 
22-24. 

Independent claim 1 relates to a method of making comp'uter games (e.g.^ Figure 2 
(reference 101, reference 118, and reference 130), Figure 4 (reference 166), and Figure 5 
(reference 300); page 6, line 17 -page 7, line 29; page 9, line 24 - page 10, line 18; and page 13, 
line 29 - page 14, line 24). The method includes selecting, by a game developer, from an 
inventory of map database products, a map database that contains data that represents a road 
network located in a real-wotld geographic area to be depicted as part of a playing scenario of a 
computer game {e.g.. Figure 2 (reference 130), Figure 3 (reference 160), Figure 5 (reference 
324); page 13, line 29 - page 14, line 24). The data that represents the road network includes 
geographic coordinates of positions of roads and turn restrictions at intersections of the roads 
(e,g:, Figure 1 (reference 100); page 5, lines 3-15; and page 6, lines 17-25), The map database 
products are provided by a m^ developer s^arate from the game developer (^.g:, Figure 2 
(reference 101 and reference 130), Figure 4 (reference 118 and reference 166), and Figure 5 
(reference 300); page 9, lines 24-26; and page 13, line 30 - page 14. line 1). Another step of the 
method is selecting, by the game developer, from a game shells inventory a game shell data 
structure that includes basic logic, rules, strategy, and characters for the computer game (e.g.^ 
Figure 3 (reference 190), Figure 5 (reference 304 and reference 308); page 14, lines ^-8). The 
method also includes combining, by the game developer, the map database and the game shell 
data structure m a computer game product Figure 5 (reference 336); page 14, lines 20-22), 
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A further step includes providing the coiwputer game product to an end user separate from the 
game developer and the map developer (e.g.. Figure 2 (reference 101, reference 130, and 
reference 134), Figure 5 (reference 132, reference 134, and refCTcnce 340); page 14, lines 23-24). 

Independent claim 21 relates to a computer game factory system (e.g.^ Figure 2 (reference 
101 and reference 130), Figure 3 (reference 150); page 7, lines 27-29; page 8, line 14 - page 9, 
line 23; page 10, line 25 - page 13, line 27), The system includes a map products inventory that 
contains a plurality of map data products, wherein the map data products represent separate real- 
world geographic locales to be represented during playing scenarios of the computer games (e.g.. 
Figure 3 (reference 160); page 8, line 23 - page 9, line 23). A portion of tiie m^ data products 
include navigation-related attributes including geographic coordinates of positions of roads, 
street names of the roads, and turn restrictions at intersections of the roads (e.g„ Figure 1 
(ireferencc 100), Figure 2 (reference 118); page 5, lines 3-7; page 6, lines 17-31; page 7, lines 21- 
22). The system also includes a game shells inventory that contains data structures that ixicludes 
basic logic, rules, strategy, and characters for a type of computer game including a road rally 
game, a flight simulator game, a "first-pereon-shooter" game, and an urban development 
simulator game (e^g. Figure 3 (reference 190); page 12, lines 18-24). Furthermore, the system 
includes a program that combines one of the map data products and one of the data structures 
from the game shells inventory to produce a computer game ie.g.. Figure 5 (reference 336); page 
14, lines 2-3 and lines 20-22). The portion of the map data products are derived from a database 
suitable for vehicle navigation on roads in the respective real-world geographic locales (e.g.^ 
Figure 1 (reference 100), Figure 2 (reference 100); page 6, lines 17-25; page 7, lines 1-7). 
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Independent claim 25 relates to a method of facilitating devdopment of computer games 
{e,g.. Figure 2 (reference 101, reference 118, and reference 130), Figure 4 (referaice 166), and 
Figure 5 (referrace 300); page 6, line 17 - page 7, line 29; page 9, line 24 - page 10, line 18; and 
page 13, line 29 - page 14, line 24). The method includes selecting, by a map developer, a locale 
ii^ut indicating a real-world geogr^hic locale (e.g.. Figure 4 (reference 168); page 9, lines 24- 
3 1). The method also includes selecting, by the raap developer, a type input indicating a type of 
data selected fix>m a groi^ consisting of: auto, pedestrian, bicycle, and aircraft {e.g.. Figure 4 
(reference 170); page 10, lines 1-2). Another step of the method is selecting, by the map 
developer, an accuracy level input indicating a level of detail of data {e.g.. Figure 4 (reference 
172); page 10, lines 3-5). The method further includes querying, by the map developer, a master 
geographic database as a fimctioio of the locale ii^ut, the type input, and flie accuracy level input 
{e.g,. Figure 2 (reference 100), Figure 4 (reference 100 and reference 173); page 10, lines 6-10). 
The master geographic database is produced by llie map developer and contains data 
representing a plurality of road segments corresponding to roads of a real-world locale (e.g.. 
Figure 1 (reference 100), Figure 2 (reference 100 and reference 101); page 5, lines 3-7; page 11, 
lines 4-8; page 1 5, lines 24-25). Hie data representing tiie plurality of road segments are 
configured to be compiled for navigation-related functions in a navigation device, the data 
represKoting the plurality of road segments include navigation-related atttibutes, the navigation- 
related attributes include (i) geogr3?>hlc coordinates, (ii) street names, (iii) address ranges, (iv) 
turn restrictions, and (v) road connectivity (e.g.. Figure 2 (referraice 102, reference 1 1 1, 
reference 1 10, and reference 1 12); page 5, lines 3-7; page 6, line 17 - page 7, line 26; page 11, 
lines 4-8). Another step of the method inchides retrieving, by the map developer, map data from 
the master geographic database based on the quay, the map data being the selected type of data 
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reprcsentuog the selected real-world geographic locale at the selected level of detail (e.g;. Figure 
4 (reference 100 and reference 173); page 10, lines 6-10). The method also includes providing, 
by the map developer, the map data to a separate game developer to produce a computer game 
based on the map data {e.g.. Figure 2 (reference 101 and referaace 130), Figure 4 (reference 118 
and refa^ce 166), and Figure 5 (reference 300); page 9, lines 24-26; and page 13, Une 30 - 
page 14, line 1). 

VI. Gromnds of Rejection to be Review ed on Anneal 

1. At issue is 'whether i^ellants' claims 1-15, 17-20, and 25 are obvious and 
unpatentable nnder 35 U.S.C. § 103(a) in view of SimCopter (User's Manual for SIM COPTER: 
Fly Missions In The Metropolis), SimCity (User's Manual for SIM CITY 2000), and M^Quest 
QAaB^QosA website print out fiom 1997). 

2, At issue is whether Appellants' claims 1 6 and 21-24 are obvious and 
unpatentable under 35 U.S.C- §103(a) in view of SimCopter, SimCity, Streets of SimCity 
(Wikipedia print out dated June 16, 2009), and MapQuest 

1, The Examiner Eired in Rejecting claims 1-15. 17-20. and 25 as b eing obvious in 
view of SimCopter> SimCitv. and M apQuest. 

Reversal of the Examiner's rejection of claims 1-15, 17-20, and 25 is respectfully 
requested for the reasons set forth below. 
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'The key to supporting aixy rgection under 35 U.S.C. § 103 is the clear articulation of the 
reason(5) why the claimed invention would have been obvious." MPEP § 2142. The Examiner 
has not provided adequate factual findings or rationale to support clear articulated reason(s) to 
reject the claims under the legal standard of obviousness. 

(a) Rejection of Independent Claim 1 and Dependent Claims 2-15 and J 7 
Independent claim 1 recites, inter alia, "selecting, by a game developer, fiom an 
inventory of map database products, a map database that contains data that represents a road 
network located in a real-world geographic area to be depicted as part of a playing scenario of a 
computer game, wherein the data that represents the road network includes geographic 
coordinates of positions of roads and turn restrictions at mtersections of the roads, and wherein 
the map database products are provided by a map developer separate from the game developer/* 
"selecting, by the game developer, from a game shells inventory a game shell data structure that 
includes basic logic, rules, strategy, and characters for the computer game," "combining, by the 
game developer, the map database and the game shell data structure in a computer game 
product," and "providing the coniputer game product to an end user separate from the game 
developer and the m^ developer." 

The SimCopter reference discloses a hehcopter simulation game that can be played by 
end users. (SimCopter, page 2, lines 1-7). SimCopter discloses pre-made cities, called career 
cities, that are included in the game. (SimCopter, page 3, Unes 1-1 1), Also, an end user may 
develop or build cities via SimQty 2000- (SimCopter, page 3, lines 12-15). City setting may 
be modified via a settings panel. (SimCopter, page 56, lines 1-4). An end user is able to be a 
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pilot within the Career Cities or cities built by him or her for game play, (SimCopter, page 3, 
lines 18-22). 

The SimCity refermce discloses a dty simulation game in which an end user player can 
become the planner, designer, and mayor of an unlimited number of cities. (SimCity, page 2, 
column 1, lines 2-3). SimCity discloses a building game tiiat allows an end user to create and try 
to increase the site of cities. (Simaty, page 2, column 1, lines 20-21). An end user can take 
over and run any of the included scwiario cities Opre-buih cities) or build a city from the ground 
up. (SimCity, page 2, column 1, lines 3-5 and page 10, column 1, lines U-13). 

The MapQuest refCTence is a one page sheet that discloses a wd>site interfece page for 
end users. (MapQuest, page 1). According to the interface page, there are tabs for maps and a 
road tnp for end users to select (Ms^Quest, page I). 

However, even if one of ordinary skill would have combined the references, there is still 
no teaching or suggestion of selecting, by a game developer, from an inventory of map database 
products, a map database -that contains date that represoats features located in a real-world 
geographic area to be depicted as part of a playing scaiario of a computer game in which the 
game developer is separate from an end user. 

On page 2 of the Final Office Action, Examiner Wert asserts that SimCopter discloses the 
selecting a map. Examiner Wert asserts that an end us«: game player that plays SimCopter 
selects a map whrai selecting a city for game play. Examiner Wert k ignoring the claim 
limitations that specifically state that a ganje developer (e.g., the developers of SimCopter or 
SimCity) selects a map from an inveatory of map databases, not the separate end user of the 
game. SimCopter and SimCity merely disclose tiiat an end user, not a game developer, is able to 
choose a city to play in for either game. 
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On page 2 of the Final Office Action, Examiner Wert asserts that who selects the map 
database is immaterial to patentability. Applicants respectfully disagree because the specific 
entities, the steps they implement, and the dynamic between them provide clear claim 
limitations, which Examiner Wert ignored. The claim limitations refer to a game developer 
entity (such as the company that produces SimCopter) selecting from an inventory of map 
databases to create a game for end users, which is different than an end user selecting different 
cities within the SimCopter game. There is no teaching or suggestion of a game developer 
selecting a map database from and inventory of map database products, 

Furthennoi^ there is no teaching or suggestion of selecting a game shell data structure 
fix)m a game shells invmtory that includes basic logic, rules, strategy, and characters by the 
game developer, separate from an end user. 

On page 2 of the Final Office Action, Examiner Wert ass^s that ShnCopter discloses 
selecting a game shell structure and that it does not matter who does it. However, just because 
an end user can select a city to use in the SimCopter game and change the settings of the city or 
game does not mean that the end user is selecting a game shell structure (basic logic, rules, 
strategy, and characters) from a game shells inventory. Selecting one city over anotfier means 
the selected city will be used in the game, but Ihe basic logic and rules, will be the same because 
it is still the same game, SimCopter. Also, a mere change in settings does not mean that different 
game shell structures are selected. Tlie ability to change settings is within liie logic and rules of 
the one game shell structure of the game, SimCopter. There is no teaching or suggestion of 
sdecting a game shell structure from a games shell inventory. Additionally, the claim recites 
that the game developer, not an end user, selects a game shell data structure from a games shell 
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inventory, which is not disclosed by the references. SimCopter merely discloses that an end user 
player can select a city and change settings. 

Also, there is no teaching or suggestion of a game developer combining the selected map 
database and the selected game shell data structure to fomi a computer game product and 
providing the computer game product to an end user of the game* SimCopter and SimCity 
disclose that end users can choose between cities for playing a game. There is no teaching or 
suggestion that a computer game product is created by a game developer using the different 
inventories and provided to an end user. 

Additionally, th^ is no teaching or suggestion of a selected map database that contains - 
data that represents the road network including geographic coordinates of positions of roads and 
tum restrictions at intersections of the roads. 

On page 3 of the Final Office Action, Examinee Wert asserts that it would have been 
obvious to use the map data from MapQuest to model cities that are selected in SimCopter and 
SimCity. However, tibie data available from MapQuest is not suitable for incorporation in a 
computer game. MapQuest provides (1) graphical maps and (2) routing directions. Map data 
per se is not downloadable from MapQuest (Le., the data needed for re-creating a navigable map 
cannot be downloaded fiom MapQuest). MapQuest obtains navigable data from a separate map 
developer (e.^., NAVTEQ) and compiles it into a format suitable for providing map and 
navigation-related functions. However, tiie data on the MapQuest site cannot be combined or 
used in a computer game. 

On page 3 of the Final OflBce Action, Examiner W^t asserts that an end user could look 
at a map of a city via MapQuest and replicate desired features when modeling a city in SimCity 
or SimCopter, Howev^, the MapQuest reference does not teach or suggest that data 
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rq>reseiitmg geographic coordinates would be viewable to an ead user using M^Quest. Also, 
the MapQuest lefereace does not teach or suggest that data representing turn restrictions would 
be viewable to an ead user using MapQuest. This type of data may be contained behind the 
scenes to be used for routing and other functions, but there is no teaching or suggestion that an 
end user would be able to access the data. Furthermore, there is no teaching or suggestion that 
the SimCopter game or the SimCity game allows end users to enter data of geographic 
coordinates and/or turn restrictions when playing the respective games. 

Additionally, the ref^ences do not disclose that map database products of an inventory 
are provided by a map developer (such bs NAVTEQ). There is no teaching or suggestion that 
the map database products are provided by a third entity that develops maps. The proposed 
combination of the referCTices merely suggest that end users playing the SimCopter and SimCity 
games build cities or select cities for game play, and there is no teaching or suggestion of a map 
developer, not end users or the developers of SimCity or SimCopter, providing map database 
products for a ^me developer^s inventory. 

Claim 1 would not have been obvious in view of the cited references. Accordingly, 
reversal of the rejection of claim 1 is respectfully requested 

Claims 2-15 and 17 depend, directly or indirectly, fix)m claim 1. The argum^ts 
regarding claim 1 appropriately apply to the dq)endent claims as well. Accordingly, reversal of 
the rejections of claims 2-15 and 17 is respectfiiUy requested. 

0) R^edion af Dependent Claim 18 

Claim 18 depends from claim 1 via claim 17. The arguments regarding claim 1 
appropriately ^ly to claim 18 as welL 
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Furthennore^ claim 18 recites, inter alia, ^Vherein the diff^ent locales include cities, 
states, and countries." 

Even if one of ordinary skill would have combined the references, there is no teaching or 
suggestion of map databases in a map database inventory that represent different cities, states, 
and couatiies to be selected for creating a game. 

On pages 4-5 of the Final OfEce Action, Examiner Wert asserts that MapQuest mcludes 
geogr^hical data related to different locales including cities, states, and countries and that it 
would be obvious to use the geographic information of states and countries when developing the 
maps in SimCity. However, SimCity relates to a game that allows an end user to build a city, not 
a state or a cotmtry. There is no teaching or suggestion that one would be allowed to build a map 
database of a state or a country. SimCity and SimCopter merely disclose the ability for an end 
user to select or build a city for game play. There is no teaching or suggestion of a map database 
inventory that has map databases of cities, states, and countries for game development. 

Accordingly, reversal of the rejection of claim 1 8 is respectfully requested. 

(c) Rejeciion of Dependent Claim 19 

Claim 19 depends from claim L The arguments regarding claim 1 appropriately apply to 
claim 19 a5 well 

Purtheimore, claim 19 recites, inter alia, 'Svheiein the inventory of map database 
products includes map databases that represent the real-world geographic area for different 
purposes, wherein the map databases include: the selected map database containing tiie data 
representing the road network including data representing expressways; a pedestrian map 
database containing data corresponding to pedestrian travel including data repres wtxng hiking 
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trails; a bicycle map database containing data corresponding to bike travel including data 
representing bike pa&s; and an aircrafi; map database containing data corresponding to aircraft 
travel including data representing airport runways, wherein the selected map database excludes 
the data representing the hiking trails and the airport runways, wherein the pedestrian map 
database excludes the data representing the expressways and the airport runways, wherein the 
bicycle map database excludes the data representing the e^cpressways and the. airport runways, 
and wherein the aircraft map database excludes the data representing the hiking trails." 

Even if one of ordinary skill would have combined the references, there is no teaching or 
suggestion of map databases in the map database inventory that represent the same real-world 
geographic area for different purposes, such as road network, pedestrian^ bicycle, and aircraft, in 
which each of the different map databases excludes features of another database. 

On page S of the Final Office Action, Examiner Wert asserts that MapQuest includes data 
related to expressways, hiking trails* bike paths, and airport runways and that it would have been 
obvious to create local maps for inclusion of certain features and exclusion of other features. 
Firstly, the MapQuest reference is a single page that does not show, teach, or suggest that all the 
features (expressways, hiking trails, bike paths, and airport runways) are included or would be 
able to be viewed or accessed by an end user. Secondly, just because someone can create 
something does not mean that there is prior art disclosing the claimed subject matter or that it 
would be obvious to create. Furttiennore, the SimCity game and the SimCopter game allow end 
users to build or select cities, but there is no teaching or suggestion that the games allow creation 
of differrat map databases Giat include certain data features and delude other data features, 
especially the claimed limitations. For example, in the cited gameSj one may not be given tfie 
option to build or select a city with hiking trails or bike paths while excluding expressways or 
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roads. Also, SimCity or SimCopter may not even give an end user an option to build certain 
features, like hiking trials. 

Accordingly, reversal of the rejection of claim 19 is respectfully requested. 

(d) Rejectian of Dependent Claim 20 

Claim 20 depends fix)m claim 1 , The arguments regarding claim 1 appropriately apply to 

claim 20 as well 

Furthermore, claim 20 recites, inter atia^ *Svherein the inventory of map database 
products includes map databases that represent a locale with differrat levels of accuracy." 

Even if one of ordinary skill would have combined the references, there is no teaching pr 
suggestion of map databases in a map database inv^tory that represent the same locale with 
diflFerent levels of accuracy to be selected for creating a game. 

On page 5 of the Final Office Action* Examiner Wert asserts that it would have been 
obvious for an end user of SimCity to create different levels of accuracy of a locale based on the 
amount of time and effort used by an individual. However, just because someone can create 
something does not mean that there is prior art disclosing the claimed subject matter or that it 
would be obvious to create. It would not make sense for an end user of SimCity to create 
multiple versions of a city, such as Chicago, in which each of the versions have differait levels 
of detail. The object of SimCity and SimCopter is to build a city and manage the city and use the 
city in the helicopter simulation of SimCopter, not have an inventory of the same city at different 
levels of detail. 

Accordingly, reversal of the rejection of claim 20 is respectfully requested. 
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(e) Rejection of Independent Claim 2S 

Independent claim 25 recites, inter alia^ "selecting, by a map developer^ a locale input 
indicating a real-world geographic locale," ^'selecting, by the map developer, a type input 
indicating a type of data selected from a grovq) consisting of: auto, pedestrian, bicycle, and 
aircraft,*' ^'selecting, by the map developer, an accuracy level input indicating a level of detail of 
data," "querying, by ttie map developer, a master geographic database as a function of the locale 
input, the type input, and the accuracy level input, the master geographic database produced by 
the map developer and containing data representing a plurality of road segments corresponding 
to roads of a real-world locale, wherein the data representing the plurality of road segments are 
configured to be compiled for navigation-related functions in a navigation device, the data 
representing the plurality of road segments include navigation-related attributes, the navigation- 
related attributes include (i) geogr^Mc coordinates, (ii) street names, (iii) address ranges, (iv) 
turn restrictions, and (v) road connectivity," ^Vetrieving, by Ihe map developer, map data from 
the master geographic database based on the query, the m^ data being the selected type of data 
representing the selected real-world geographic locale at the selected level of detail," and 
*^ioviding, by the m^ developer, the data to a separate game developer to produce a 
computer game based on the map data." 

The SimCopter reference discloses a helicopter simulation game that can be played by 
end users. (SimCopter, page 2, lines 1-7). SimCopter discloses pre-made cities, called career 
cities, that are included in the game, (SimCopter, page 3, lines 1-1 1). Also, an end user may 
develop or build cities via SimCity 2000- (SimCopter, page 3, lines 12-15), City settings may 
be modified via a settings panel, (SimCopter, page 56, hues 1-4). An end user is able to be a 
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pilot within the Career Cities or cities built by him or her for game play. (SimCopter, page 3, 
lines 18-22). 

The SimCity reference discloses a city simulation game in which an end user player can 
become the planner, designer, and mayor of a city. (SimCity, page 2, column 1, lines 2-3), 
SimCity discloses a building game that allows an end user to create and try to increase the size of 
cities. (SimCity, page 2> column 1, lines 20-21). An end user can take over and run any of the 
included scenario cities (pre-built cities) or build a city from the ground up» (SimCity, page 2^ 
column 1, lines 3-5 and page 10, column 1, lines 11-13). 

The MapQuest reference is a one page sheet that discloses a website interface page for 
end users. (MapC^est, page 1). According to the interface page, there are tabs for maps and a 
road trip for end users to select (MapQuest, p^e 1). 

However, even if one of ordinary skill would have combined the references, there is no 
teaching or suggestion of a map developer (which produces the recited master geogr^hic 
database) that selects a locale input, a type input, and an accuracy level input to query its own 
master geographic database. 

On page 6 of the Final Office Action, Examiner Wert asserts that an end user using 
MapQuest would disclose those xnissix]^ features. However, an end user using MapQuest is not 
the same as a m^ developer (that has produced a master geographic database incltiding data of 
road segments with navigation-related attributes) accessing its own master geographic database 
by selecting a locale input, a type input, and a accuracy level input to retrieve data for game 
develc^ment. M^Quest merely provides an end user's experience, not the map developer's 
operation to &cilitate the creation of games. 
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Furthennore, die cited references do not teach or suggest selecting, by the map developer, 
an accuracy level input indicating a level of detail of data to query the master geographic 
database and retrieving map data at the selected level of detail based on the query. 

On page 6 of the Final Office Action, Examiner Wert asserts that a zoom function in 
MapQuest would disclose the accuracy level selection and query. However, the operations of an 
end user (such as using MapQuest or playing SimCopter) are not the same as a map developer, 
which produces a master geographic database, providing map data to a game developer, such as 
the developers of SimCity or SimCopter. 

Claim 25 would not have been obvious in view of the cited references. Accordingly, 
reversal of the rejection of claim 25 is respectfully requested, 



2- The Exami ner Erred in Rejecting claims 16 and 21-24 as being obvious in view of 
SimCopter, SimCitv> Streets of SimCitv. and MapQuest 

Reversal of the Examiner's rejection of claims 16 and 21-24 is respectfully requested for 
the reasons set forth below- 

"The key to supporting any rejection under 35 U.S.C. § 103 is the clear articulation of the 
reason(s) why the claimed invention would have been obvious." MPEP § 2142. The Examiner 
has not provided adequate Actual findings or rationale to support clear articulated reason(s) to 
reject ttie claims under the legal standard of obviousness. 
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(a) Rejection of Independent Claim 21 and Dependent Claims 22-24 
Independent claim 21 recites^ inter alia, "a map products inventory that contains a 
plurality of data products, wherein the map data products represent separate real-world 
geographic locales to be represented during playing scenarios of the computer games, and 
wherein a portion of the map data products include navigation-related attributes including 
geogr^hic coordinates of positions of roads, street names of the roads, and turn restrictions at 
intersections of the roads," "a game shells inventory that contains data structures that includes 
basic logic, rules, strategy, and characters for a type of computer game including a road rally 
game, a flight simulator game, a "first-person-shootcr" game, and an urban development 
simulator game," and "a program that combines one of the map data products and one of the data 
structures from the game shells inventory to produce a compute game, wherein the portion of 
the map data products are derived from a database suitable for vehicle navigation on roads in the 
respective real-world geographic locales/' 

The SiraCopter reference discloses a helicopter simulation game that can be played by 
end users. (SimCopter, page 2, lines 1-7). SimCopter discloses pre-made cities, called career 
cities, that are included in the game. (SimCopter,page3, lines 1-11). Also, an end user may 
develop or build cities via SimCity 2000. (SimCopter, page 3, lines 12-15), City settings may 
be modified via a settings panel. (SimCopter, page 56, lines 1-4), An end user is able to be a 
pilot within the Career Cities or cities built by him or her for game play. (SimCopter, page 3, 
lines 18-22). 

The SimCity reference discloses a city simulation game in which an end user play^ can 
become the planner, designer, and mayor of an unlimited number of cities. (SimCity, page 2, 
column 1, lines 2-3). SimCity discloses a building game that allows an end user to create and try 
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t» increase the size of cities. (SimCity, page 2. column 1. lines 2(K21). An end user can take 

over and run any of the included scenario cities (pre-bmlt cities) or build a city from the ground 

up. (SimCity, page 2, column 1, lines 3-5 and page 10. colinnn 1, lines 11-13). 

The Streets of SimCity reference discloses information about the Streets of SimCity game 

released in 1997. (Streets of SimCity, page 1, lines 1-9). The Streets ofSimCitygame is a 

racing and vehicular combat computer game. (Streets of SimCity, page 1, lines 1-3). A player's 

vehicle can be controlled to explore any cities created in SimCity 2000. (Streets of SimCity, 
page 1, lines 3-6). 

The MqyQuest reference is a one page sheet that discloses a website interface page for 
raid users. (MapQuest. page J). According to the interface page, there are tabs for ms^js and a 
road trip for end users to select. (MapQuest, page 1). 

However, even if one of ordinary skill would have combined the references, there is no 
teaching or suggestion of a map products inventory that contains a plurality of map data products 
to be selected to produce computer games, wherein the m{?> data products represent separate 
real-world geographic locales to be represented during playing scenarios of the computer games, 
and wherein a portion of the data products include navigation-related attributes including 
geographic coordinates of positions of roads, street names of the roads, and turn restrictions at 
intersections of the roads. 

On pages 7-8 of the Final Office Action,* Examiner W«t asserts that it would have been 
obvious to use the map data fix)m MapQuest to model cities that are selected in SimCoptCT and 
SimCity. However, tiie data available from MapQuest is not suitable for incoipoiation in a 
computer game. MapQuest provides (1) graphical maps and (2) routing directions. Map data 
per se is not downloadable from MapQuest the data needed for re-creating a navigable map 
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cannot be downloaded from MapQuest). MapQuest obtains navigable data ftom a separate map 
developer (e.g, , NAVTEQ) and compiles it into a fonnat suitable for providing map and 
navigation^related functions. However, the data on the MapQuest site cannot be combined or 
used in a computer game. 

On page 8 of the Final Office Action, Examiner Wert assorts that an end user could look 
at a map of a city via MapQuest and replicate desired features when modeKng a city in SimCity 
or SimCopter. However, the MapQuest reference does not teach or suggest that data 
representing geographic coordinates of positions of roads would be viewable to an end user using 
MapQuest Also, the MapQuest reference does not teach or suggest tbat data representing turn 
restrictions at intersections of roads would be viewable to an end user using MapQuest. This 
type of data may be contained behind the scenes to be used for routing and other functions, but 
there is no teaching or suggestion that an end user would be able to access the data. 
Fuithennore, there is no teaching or suggestion fliat the SimCopter game, the Streets of SimCity 
game^ or the SimCity game aJlows end users to enter data of geographic coordinates and/or tum 
restrictions when playing the respective games, 

Furthemxore, there is no teaching or suggestion of a games shell inventory Aat contains 
data structures that includes basic logic, rules, strategy, and charajcters for a type of computer 
game including a road rally game^ a flight simulator game, a **first-person-shootei" game, and an 
uzban development simulator game. 

On page 7 of the Final OfBce Action, Examiner Wert assarts that in addition to the game 
shell of SimCopter, there is a game shell for Streets of SimCity that can use cities built via 
SimCity. However, the references merely disclose that there are two different games for end 
users to play using cities from SimCity. An end user playing one game and then playing anothOT 
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game is not the same as having a games shell inventory to select from to produce a computer 
game. The references merely show that two different game products exist, not an actual games 
shell inventory to actually produce the two different game products. 

Furthermore, titere is no teaching or suggestion of game shells for a load rally game, a 
flight simulator game, a "first-person-shooter*' game, and an urban development simulator game. 
For example, there is at least no teaching or suggestion of a game shell of a "first-pOTon- 
shooter" game. On page 7 of the Final Office Action, Examiner Wert asserts that shooting in the 
first person discloses a "first-person-shooter'' game without pointing to the Streets of SimCity 
reference. The Streets of SimCity game may not allow one to play in a first-person shooter 
arrangement 

Additionally, there is no teaching or suggestion of a program that combines one of the 
map data products and one of the data structures from the games shell inventory to produce a 
coniputer game. The references disclose that a city built using SimCtty can be used in 
SimCopter or Streets of SimCity However, that is not the same as producing a computer game. 
End users playing computers games using different cities are not producing the computer game, 
fliey are just playing the compute game. The development of the ooniputer game has been 
completed before the end user starts to play the game. Just because an end user is given the 
ability to change cities or settings in the computer game does not mean the end user is actually 
developing the computer game he or she is playing. 

Qaim 21 would not have been obvious in view of the cited references. Accordingly, 
reversal of the rejection of claim 21 is respectfully requested. 
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Claims 22-24 depend from claim 2L The arguments regarding claim 21 appropriately 
apply to the dq)endeat claims as well. Accordingly, reversal of the rejections of claims 22-24 is 
respectfully requested 

(b) Ejection of Dependent Claim 16 

Claim 16 depends from claim 1. The arguments regarding claim 1 itppropriately apply to 
claim 16 as well. 

Furthennore, claim 16 recites^ inter alia, 'therein the game shells inventory includes 
basic logic, rules, strategy, and characters for a type of computer game including a road rally 
game, a police chase game, a location quiz game, a "hot" fighter game, a flight simulator game, a 
"fiist-persoh-shooter'' game, an auto llieft game, and an urban development simulator game." 

Even if one of ordinary skill would have combined the references, there is no teaching or 
suggestion of a game developer selecting a game shell data structure from a games shell 
inventory that includes basic logic, rules, strategy, and characters for all of the recited computer 
games (spedficaUy, a road rally game, a police chase game, a location quiz game, a 'iDot" fighter 
game, a flight simulator game, a **first-person-shootef * game, an auto theft game, and an urban 
development simulator game) to create a computer game for an end user to play. 

On page 7 of the Final Office Action, Examiner Wert asserts that in addition to the game 
shell of SimCopter, there is a game shell for Streets of SimCity that can use cities built via 
SimCity. However, the references merely disclose that there are two different games for end 
users to play using cities from SimCity. An end user playing one game and then playing another 
game is not the same z$ a game developer selecting from an inventory of game shells to create a 
game for end users. 
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Purthennore, there is no teaching or suggestion of game shells for a road rally game, a 
pohce chase game, a location quiz game, a "hot" fighter game, a flight simijlator game, a "first- 
person-shooter" game, an autc theft game, and an urban development simulator game. For 
example, there is at least no teaching or suggestion of a game shell of a location quiz game or a 
"fnst-person-shooter" game. On page 7 of the Final Office Action, Examiner Wert simply 
mentions that a player figuring out \(^ere to deliver packages is a location qmz game (which is 
erroneous), without specifically citing to a certain portion of the Streets of SimCity reference. 
Also, Examiner Wert asserts that shooting in the first person discloses a "fiist-pereon-shooter" 
game wi&out pointmg to the Strtete of SimCity reference. The Streets of SimCity game may 
not allow one to play in a first-person shooter arrangement. 

Accordingly, reversal of the rgectioii of claim 16 is respectfully requested. 

Conclusion 

.Appellants respectfully submit that the rejections of claims 1-25 raised by the Examiner 
were in enor for at least the reasons set forth above. Accordingly, reversal of all grounds of 
rejection is respectfully requested. 



Respectfully submitted, 




Adil M, Musabji 
Reg. No. 58,728 



Patent Counsel 



NAVTEQ North America, LLC 
425 West Randolph Street 
Chicago, niinois 60606 
(312) 780-3054 
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Vm. Claiitiie Appendix 

1. A method of making computer games, the method comprising: 

selecting, by a game devrfoper, from an inventory of m^ database products, a 
map database that contains data that represents a road network located in a real-world 
geographic area to be depicted as part of a playing scenario of a computer game, wherein 
the data fliat represents the road network includes geographic coordinates of positions of 
toads and tum restrictions at intereections of the roads, and wherein the map database 
products are provided by a map developer s^arate fiom the game developer; 

selecting, by the game developer, from a game shells inventory a game shell data 
structure that includes basic logic, rules, strategy, and characters for the computer game; 

combining, by the game developer, the m^ database and the game shell data 
$tnicture in a computer game product; and 

providing the computer game product to an end user separate fix>m flie game 
developer and fiie map developer. 

2, The method of claim 1 foither comprising: 

selecting from an invmtory of load models, road models data that contains data 
representations used for visual appearance and rendering of road-related things. 

3. The method of claim 2 wherein the road-related things include at least one selected fiom 
a groiq) consisting of; road colors, road pav«nent, lane stripes, curbs, sidewalks, signs, 
lampposts, lane dividers, tra£&c signal^, speed bumps, and crosswalks. 
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4. The method of claim 1 further comprising: 

selecting from an inventory of 3D models, 3D models data that cotitains data 
representations used for visual appearance and rendering of cityscape and landscape- 
related things. 

5. The method of claim 4 wherein the cityscape and landscape-related thiiigs include at least 
one selected from a group consisting of: buildings, fences, trees, shmbbery, lawns, 
fences, clouds, and scenery. 

6. The method of claim 1 fiirther comprising: 

selecting game engines from an inventory, wherein the game engines are 
programs that perform specific tasks and operate on an as-needed basis during game play. 

7. The method of claim 6 wherein the game engines include at least one selected from a 
group consisting ofi audio engines, logic engines, rules engines, animation engines, 
graphics engines, and user interface engines, 

8. The method of claim 1 further comprising: 

combining the map database and the game shell data structure with a geographic 
apphcation programming interface in the computer game product. 
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10. 



The method of claini 8 wherein the geographic application programming interfece 
includes a set of queries by which game engine components in the computer game can 
request geographic data from the m^ database. 

The method of claim 8 wherein the geographic application programming interface 
provides for spatial queries fer geographic data from the map database by conqjonents of 
the computer game. 



1 1 . The method of claim I further comprising: 

combining the m^ database and the game shell data stnicture with geographic 
data tools programs in the computer ^me product. 

12. The mefliod of claim 1 1 whwein the geogr^hic data tools programs include an 
integratiiw function that combines road model data -with data from the map database. 

13. The method of claim 1 1 wherein the geographic data tools programs include a 3D 
conversion function that provides for conversion of data from the map database for 
presentation in a perspective view. 

14. The method of claim 1 fiirther comprising: 

referring to parameters associated with a platform on which the computer game 
will be mstalled, wherein the parameters are obtained from a rq)ository that contains a 
plurality of sets of parameters associated with different computer platforms. 
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15. The method of claim 14 wherein the repository includes sets of parameters associated 
with computer platforms selected from a group consisting of: personal computers, game 
consoles, cell phones, hand held devices, and networks. 

16. The method of claim 1 wherein the game shells inventoiy includes basic logic, rules, 
strategy, and characters for a type of computer game including a road rally game, a police 
chase game, a location quiz game, a *^ot'* fighter game, a flight simulator game, a "first- 
person-shooter" game, an auto theft game, and an urban development simulator game. 

17. The method of claim I wherein the inventory of map database products includes map 
databases that represent different locales. 

18. The method of claim 17 wherein the different locales include cities, states, and countries. 

19. The method of clann 1 wherein the inventory of m^ database products includes map 
databases that represent the real-world geographic area for different purposes, wherein 
tiie map databases include: 

the selected map database containing the data representing the road network 
including data representing expressways; 

a pedestrian map database containing data corresponding to pedestrian travel 
including data representing hiking trails; 



) 
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a bicycle map database containiiig data corresponding to bike travel including 
data represKiting bike paths; and 

an aircraft map database containing data corresponding to aircraft travel inoludbg 
data representing airport runways, 

wherein the selected map database excludes the data representing the hiking trails 
and the airport runways, 

wherein the pedestrian map database excludes the data representing the 
expressways and the airport runways, 

wherein the bicycle map database excludes flie data representing the expressways 
and the airport runways, and 

wherein the aircraft vaap database excludes the data representing the hiking trails, 

20. The method of claim 1 wherein the inventory of m^ database products mcludes m^ 
databases that represent a locale with dilSferent levels of accuracy. 

21. A computer game ftictory system comprisiRg: 

amap products inventory that contains a pluraUty of map data products, wh^ein 
the map data products represent separate real-world geographic locales to be represented 
during playing scenarios of the con^uter games, and wherein aptfition of the m^ data 
products include navigation-related attributes including geogr^hic coordinates of 
positions of roads, street names of tiie roads, and turn restrictions at intersections of the 
roads; 
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a game shells invenloiy that contains data structures that includes basic logic, 
lules, strategy, and characters for a type of computer game including a road rally game, a 
flight simulator game, a '^t-person-shooter'' game, and an urban development 
simulator game; and 

a program that combines one of the map data products and one of die data 
structures from the game shells inventory to jnoduce a computer game, 

wherein the portion of the map data products arc derived from a database suitable 
for v^cle navigation on roads in the respective real-world geographic locales. 

22. The syst^ of claim 21 further comprising; 

a road models inventory that contains data representations used for visual 
appearance and roidering of road-related things, wherein the program combines one of 
the data representations used for visual appearance and rendering of road-related tihings 
with the one of the map data products and the one of the data structures from the games 
shells inventory to produce the computiBr game- 



23, The system of claim 21 further comprising: 

a 3D models inventory that contains data representations used for visual 
appearance and rendering of cityscape and landscape-related things, wherein the program 
combines one of the data representations used for visual appearance and rendering of 
cityscape and landscape-related things with the one of the map data products and the one 
of the data structures from the games shells inventory to produce the computer game. 
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24. The system of claim 2 1 farther connpiising: 

a game engines inventoiy that contaiis sofbvare engine program that perform 
specific regularly performed tasks and that operate on an as^needed basis during game 
play; wherein the program combines software engine programs with the one of the map 
data products and the one of the dala structures from the games shells inventory to 
produce the con^uter game. 



25. 



A method of facilitating development of computer games, the method comprising: 

selecting, by a map developer, a locale input indicating a real-world geographic 

locale; 

selecting, by the map developer, a type input indicating a type of data selected 
from a group consisting of: auto, pedestrian, bicycle, and aircraft; 

selecting, by the m^ developer, an accuracy level irput indicating a level of 
detail of data; 

querying, by the map developer, a master geographic database as a function of the 
locale i^put, the type input, and the accuracy level input, the master geogr^hic database 
produced by the map develops and containing data representing a plurality of road 
segments corresponding to roads of a real-world locale, wherein the data r^jresenting the 
plurality of road segments are configured to be compiled for navigation-related functions 
in a navigation device, the data repres«iting the plurality of road segments include 
navigatioii-related attributes, the navigation-related attributes include 

(i) geographic coordinates, 

(ii) street names. 
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(iii) address ranges, 

(iv) turn restrictions, and 

(v) road connectivity; 

retrieving, by tbs map developer, map data from the master geographic database 
based on the query, the map data being the selected type of data representing the selected 
real-world geographic locale at the selected level of detail; and 

providing, by the map developer, the map data to a separate game developer to 
produce a computer game based on the map data. 
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IX. Evidence Appendix 

None 
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X, Related Proceedings Appendix 

None 
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